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Computing Intent and Implementation

Why do we teach 
Computing?

What is our curriculum aim?

A high-quality computing education equips pupils to use 

computational thinking and creativity to understand and 

change the world. Computing has deep links with 

mathematics, science, and design and technology, and 

provides insights into both natural and artificial systems. 

The core of computing is computer science, in which pupils 

are taught the principles of information and computation, 

how digital systems work, and how to put this knowledge to 

use through programming. Building on this knowledge and 

understanding, pupils are equipped to use information 

technology to create programs, systems and a range of 

content. 

Computing also ensures that pupils become digitally literate –
able to use, and express themselves and develop their ideas 

through, information and communication technology – at a 

level suitable for the future workplace and as active 

participants in a digital world.

The national curriculum for computing aims to ensure that all pupils:

 can understand and apply the fundamental principles and 

concepts of computer science, including abstraction, logic, 

algorithms and data representation

 can analyse problems in computational terms, and have repeated 

practical experience of writing computer programs in order to 

solve such problems

 can evaluate and apply information technology, including new or 

unfamiliar technologies, analytically to solve problems

 are responsible, competent, confident and creative users of 

information and communication technology.



Computing Intent and Implementation
How is Computing taught at Shinfield Infant School?

At Shinfield Infant we use The Purple Mash Scheme of work for computing. Every child in KS1 is issued with their loggin details and there 

are able to access Purple Mash at home should they wish to do so or if work is set by class teachers to teach at home.

The Purple Mash Computing Scheme of Work is a comprehensive set of resources aligned to the National Curricula for Computing,

Technology and Digital Competence. The Scheme of Work is intended to facilitate achieving the very best outcomes for children. It exposes 

children to a wide variety of digital tools, technological skills, and innovations. It contains everything that is needed to deliver inspiring and 

engaging lessons whilst allowing for the flexibility to meet individual school needs. Lessons are delivered from lesson plans with 

accompanying slide shows

In addition Teachers may also plan lessons outside the scheme , this is most likely to be research based tasks when pupils are engaged in 

finding information to support learning across the curriculum. 



Computing
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Computing Content Spine

Reception –
Development Matters

Statement

Know and talk about the different factors that support their overall health and wellbeing: - sensible amounts of ‘screen time’. (PSED)

Autumn Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2

Year 1

Information Technology

How to use 

a computer mouse/mousep

ad

and creating digital images 

using 

desktop 2CreateaStory prog

ram

Digital Literacy

Online 

Safety and exploring P

urple Mash Unit 1.1

Computer Science

Grouping and 

sorting Purple Mash 

Unit 1.2

Information Technology

Pictograms

Purple Mash Unit 1.3

Digital Literacy

Technology Outside School

Purple Mash Unit 1.9

Computer Science

Espresso coding

Level One

On the Move

Information Technology

Animated

Story books

Purple Mash Unit 1.6

Computer Science

Espresso Coding

Level One

Simple Inputs 

and debugging

Year 2

Digital Literacy

Online Safety

Purple Mash Unit 2.2

Computer Science

Espresso Coding

Level Two

Different Sorts 

of Inputs

Information Technology

Effective Searching

Purple Mash Unit 2.5

Presenting Ideas

Purple Mash Unit 2.8

Information

Technology

Creating pictures

Purple Mash Unit 2.6

Making Music

Purple Mash Unit 2.7

Computer Science

Espresso Coding

Level Two

Buttons and Instructions

Information Technology

Questioning

Purple Mash Unit 2.4

Online safety (Digital Literacy) will be also be recapped in every unit to ensure pupils know and remember how to stay safe online.



Computing Progression Map – Information Technology

• Use technology purposefully to create, organise, store, 
manipulate and retrieve digital content.

• Understand that data can be represented in picture 
format

• To explore the tools of 2Create a Story’s My Simple Story 
level

Year 1

• Select and use  a variety of software  to design and create a range 
of content, including audio and visual content.

• Present data and information, create simple fact files

• Create and store pieces of work independently

• Type a piece of text and change the font 

• Use cut, copy and past keyboard shortcuts 

• Use shape tools to draw, then resize and use fills

• Use data handling tools and software

Year 2

• Recognise common uses of information technology beyond 
school. 

• Use technology safely and respectfully, keeping personal 
information private

• Identify where to go for help and support when they have 
concerns about content or contact on the internet or other 
online technologies.

• Understand about safe logins and how to use purple mash 
safely

Year 1

• Use technology safely, respectfully and responsibly

• recognise acceptable/unacceptable behaviour

• Identify a range of ways to report concern about content and 
contact

• Understand that things can be shared electronically, including on 
the Internet

• To introduce email as a communication tool using 2respond 
simulations

• Understand that information put on line leaves a digital footprint

Year 2

Computing Progression Map – Digital Literacy and 
Online Safety 



Computing Progression Map – Computer Science

• Understand what algorithms are; how they are 
implemented as programs on digital devices; and that 
programs execute by following precise and unambiguous 
instructions. 

• Create and debug simple programs. 

• Use logical reasoning to predict the behaviour of simple 
programs.

• Sort items using computing software

• Follow and create instructions 

Year 1

• Design, write and debug programs that accomplish specific 
goals, including controlling or simulating physical systems

• solve problems by decomposing them into smaller parts.

• Use sequence, selection and repetition in programs; work 
with variables and various forms of input and output. 

• Use logical reasoning to explain how some simple 
algorithms work and to detect and correct errors in 
algorithms and programs. 

• Understand computer networks, including the internet; 
how they can provide multiple services, such as the World 
Wide Web, and the opportunities they offer for 
communication and collaboration.’

Year 2



Year 1 Knowledge Organiser – Online Safety 
and Exploring Purple Mash



Year 1 Knowledge Organiser – Grouping and 
Sorting



Year 1  Knowledge Organiser – Pictograms 



Year 1 Knowledge Organiser – Animated Storybooks



Year 1 Knowledge Organiser –Coding 



Year 2 Knowledge Organiser – Online Safety



Year 2 Knowledge Organiser – Presenting 
Ideas



Year 2 Knowledge Organiser – Creating 
Pictures



Year 2 Knowledge Organiser – Coding



Year 2 Knowledge Organiser – Questioning


